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Showman & Traveler 
Working on two activity pins.  For traveler, working on map & compass belt loop also. 

Day 1 
Setup/things to have on hand: 

● Lunch bags 
● Markers 
● Popsicle sticks 
● Scissors 
● Yarn 
● Socks 
● Paper 
● Maps of OK 

 
Activities: 

1. Showman 9. Sing one song indoors and one song outdoors, either alone or with a group.  
Tell what you need to do differently when singing outdoors. 11. Tell what folk music is.  
Hum, sing, or play a folk tune on a musical instrument.   

a. Sing 2 songs from the songbook 
b. Sing one at the pool house (indoors) as entrance into pool. 

2. Showman 2. Write a puppet play about one of your Webelos den activities or a subject 
of your choice.  3. Make a set of puppets or marionettes for the play you have written or 
for another play. 

a. Break the group into smaller subgroups (by pack, if possible).  Have each 
subgroup discuss and plan the play (to be performed later).  Be sure they keep 
the idea simple (suggest jokes or have a topic box).   

b. Make the puppets (socks, paper bags, sticks all provided).   
c. Save the puppets and any plans by name and group 

3. Map and Compass BL: 1. Show how to orient a map. Find three landmarks on the map. 
a. Have a map of OK.  Have them find Devon tower, the airport, and OU. Then 

have them pick 3 other landmarks and show them to each other and the adult. 
4. Traveler 9. Look at a map legend on a road map of your area.  Learn what the symbols 

mean.  Show your den members what you have learned.  10. On a road map of your 
area, find a place of interest, and draw two different routes between it and your home.  
Use the map legend to determine which route is shorter in miles. 

a. Have a map of OK and have them explain what the symbols mean to each other. 
b. Find their homes on the map (and show to each other). 
c. Have them find two routes from home to camp.  Which is shorter?   
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Showman & Traveler Day 2 
Setup/things to have on hand: 

● Puppets and plans from previous day 
● Compass for each scout 
● Road maps of a bunch of states 

 
Activities: 

1. Showman 9. Sing one song indoors and one song outdoors, either alone or with a group.  
Tell what you need to do differently when singing outdoors. 11. Tell what folk music is.  
Hum, sing, or play a folk tune on a musical instrument.   

a. Sing 2 songs from the songbook 
b. Sing one at the pool house (indoors) as entrance into pool. 

2. Showman 2. Write the puppet play 
a. Write the play and practice it with the puppets. Make sure names and groups are 

on it. 
3. Map and Compass BL: 2. Explain how a compass works. 8. In the field, show how to 

take a compass bearing and how to follow it. 
a. Have a compass for all of the scouts. Have them point north.  Discuss true north 

and magnetic north. 
4. Traveler 9. Look at a map legend on a road map of your area.  Learn what the symbols 

mean.  Show your den members what you have learned.  10. On a road map of your 
area, find a place of interest, and draw two different routes between it and your home.  
Use the map legend to determine which route is shorter in miles. 

a. Map Study: Divide boys into small groups.  Give each group a different state map.  
Ask them to complete the following questions in the next 15 minutes. 

i. What is the state capital? 
ii. Name a town with population over 100,000 people. 
iii. Name a state park. 
iv. What is the name of the third town beginning with ""H""? 
v. What states are around the border of your map? 
vi. What is the mileage scale used on your map? 
vii. Name two towns, which have detailed city maps shown. 
viii. Name a town, park, or site of interest in area C-4. 
ix. Are there any towns that start with the letters ""X' or Z?"" 
x. List one interesting fact you found on your map. 

b. When time is up, post a United States map on the wall.  Ask the groups to come 
forward and point to their state.  Let them tell the answers to a few of the 
questions depending how much time you have. (boyscouttrail.com) 
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Showman & Traveler Day 3 
Setup/things to have on hand: 

● Puppets and plays/skits from previous day 
● Printed songs 
● Paper 
● Markers 
● Maps of OK 

 
 
Activities: 

1. Showman 9: Outdoor song  11. Folk music   
c. Sing 2 songs from the songbook 

2. Showman 5. Alone or with the help of others, put on a puppet show for your den or pack. 
a. Perform the short plays for the group.  

3. Map and Compass BL: 3. Draw a map of your neighborhood. Label the streets and plot 
the route you take to get to a place that you often visit. 

a. Do it.  Show them to the adult partners. 
5. Traveler 9. Look at a map legend on a road map of your area.  Learn what the symbols 

mean.  Show your den members what you have learned.  10. On a road map of your 
area, find a place of interest, and draw two different routes between it and your home.  
Use the map legend to determine which route is shorter in miles. 

b. Find The Mystery City:  Divide the den into two teams.  Give each team captain a 
state highway map.  Call out the names of various cities in the state and have the 
team locate them on the map.  The first team to locate the city wins the round 
(win or lose, make sure both teams locate the town before moving on to the next).  
The team that locates the most towns first wins. (boyscouttrail.com) 
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Showman & Traveler Day 4 
Setup/things to have on hand: 

● Puppets and plays/skits from previous day 
● Lunch bags 
● Markers 
● Printed songs 
● Paper 
● Compasses 
● US Map 

 
Activities: 

1. Showman 9: Outdoor song  11. Folk music 6. Make a set of four paper bag puppets for a 
singing group.  With the help of three other den members, sing a song with the puppets 
as the performers. 

a. Sing 2 songs from the songbook 
b. Each group: pick a song out of the songbook, make puppets,  and perform it 

using puppets 
2. Showman 16. Give a monologue (a talk) on a patriotic, humorous, or holiday subject, or 

another subject of your choice. 
a. Have a storytelling session. Have each boy come prepared to tell the best true-

life story he knows about something that happened to himself or a friend or family 
member. This is an opportunity to emphasize the importance of good listening 
and the value of sharing ideas. (from boyscouttrail.com) 

3. Map and Compass BL: 10. Measure your pace. Then layout a simple compass course 
for your den to try. 

a. Break into two groups and follow course provided by staff.  Time the groups and 
determine a winner. 

4. Traveler 9. Look at a map legend on a road map of your area.  Learn what the symbols 
mean.  Show your den members what you have learned.  10. On a road map of your 
area, find a place of interest, and draw two different routes between it and your home.  
Use the map legend to determine which route is shorter in miles. 

a. Name That State:  Two or more people can play this game.  Take turns holding 
the map.  The player with the map calls out the name of any capital - say 
""Austin!""  The other player must call out the state ""Texas!""  The first person to 
miss is out.  Continue playing until one player - the winner - remains.  Once 
you're good at matching the capitals with their states, try the game in reverse.  
Call out the name of the state.  The correct answer would be the capital. 
(boyscouttrail.com) 
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Showman & Traveler Day 5 
Setup/things to have on hand: 

● Printed songs 
● Compasses 
● Charades category cards 

 
Activities: 

1. Showman 9: Outdoor song  11. Folk music  
a. Sing 2 songs from the songbook 
b. Skip this unless you want to practice the campfire song 

2. Showman 16. Give a monologue (a talk) on a patriotic, humorous, or holiday subject, or 
another subject of your choice. 

a. Do a series of pantomimes or charades. Divide into teams. Have prepared basic 
and crazy categories to act out like US Presidents, current song titles, and pop 
music titles, sports figures. (from boyscouttrail.com). 

b. Note: the charade cards are in the folder 
3. Map and Compass BL: 10. Measure your pace. Then layout a simple compass course 

for your den to try. 
a. Break them into n groups and have them create a course for the other group.  

Have one person draw it.  Race to be the best completing the other group's 
course.   

i. Rules:  you have 6 colored cards for each patrol.  Take adults/staff who 
know the rules and a desired distance.  Have the boys start and end at 
the Pines.  They hide the 6 colored cards (in order) and write down the 
directions.  Then come back to the pines and race on the other patrol’s 
course. 

5. Traveler 9. Look at a map legend on a road map of your area.  Learn what the symbols 
mean.  Show your den members what you have learned.  10. On a road map of your 
area, find a place of interest, and draw two different routes between it and your home.  
Use the map legend to determine which route is shorter in miles. 

a. Hand one atlas to each group.  Call out names of states, have them find the 
capitals.  First one to find the capitals gets points.  When they get decent at it 
(just do this a few times), switch to asking them for directions from the capital of 
one state to the capital of another.  Use the US map in the front of the atlas.  Ask 
for interstate directions only.  The team doing the best consistently can win the 
atlases. 

 


